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Mischoosing university majors is a phenomenon that sometimes may not be taken
seriously. However, mischoosing university majors may impact an individual’s
careers, such as dropout and unemployment. The author found that in the cities of
Jakarta and Tangerang this issue often happens. Therefore, the writer as a student
of interaction design at Multimedia Nusantara University felt compelled to
channel the knowledge that the writer had acquired during the time of education
there, thus the "Ngarir" card game is formed, as one form of problem solving by
the writer on the phenomenon.
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Mischoosing university major is a phenomenon that appears in 87% of Indonesian
university students. This is due to the lack of research, misinformation, such as
parent’s obligation or friend influence, which leads to dissonance between what
they major want, what they excel in, and what major they took. Tabletop game has
an interactive, immersive, and engaging type of play, which leads to the author
seeing a potential of board/card game to be a medium of edutinment that can give
more engaging information towards target users.The author used “Iterative Game
Design: Playercentric Approach” design methodology by Tracy Fullerton, which
starts the design by brainstorming, prototyping, and iterate the game in order to
improve the design. The author also used quantitative and qualitative methods
(interviews, focus group discussions, literary studies, reference studies, and
questionnaires) in order to collect the data of the user for the purpose of iteration
and refining the game, so that can give more engaging information on university
majors and their career prospects to the target user.
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ABSTRAK
Salah jurusan universitas adalah fenomena yang muncul pada 87% mahasiswa
Indonesia. Hal ini disebabkan oleh kurangnya penelitian, informasi yang salah,
seperti kewajiban orang tua atau pengaruh teman, yang mengarah ke disonansi
antara apa yang mereka inginkan, apa yang mereka unggul, dan apa yang
mereka ambil. Permainan tabletop memiliki jenis permainan yang interaktif,
imersif, dan menarik, yang membuat penulis melihat potensi permainan papan /
kartu menjadi media edutainment yang dapat memberikan informasi lebih
menarik kepada pengguna target. Penulis menggunakan metodologi perancangan
“Iterative Game Design: Playercentric Approach” oleh Tracy Fullerton, yang
memulai desain dengan brainstorming, prototyping, dan iterasi untuk
mengembangkan perancangan permainan. Penulis juga menggunakan metode
kuantitatif dan kualitatif (wawancara, diskusi kelompok, studi literatur, studi
referensi, dan kuesioner) untuk mengumpulkan data pengguna dengan tujuan
untuk iterasi perancangan permainan.
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